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WAFINING ; PLEASE CAREFULLY READ THE CONSUMER ImPORMATiON AMD 
ARECAUTtONS SOOKLET INCUUOEC W|iTH THIS PFiODlUCT BEFORE USING 
YOUR NINTENEXJ® HARDWARE SYSTEM, GAME PAK, OR ACCESSORY. 


i ftls qf]1ciai! seai (s jjour assurance 
that Nintendo has retJJeuJeci r/i(s 
procfttcf and tfiai if has mat aur 
sfand£irds_^br exceflencs in Luorkman- 
ship, reilabiiity and enferiainmenf 
Lolue, Aiu^ays ioak^/a?' fJiis seal Luhen 
buying i^a/nes and accessaries io 
SnSicrtr oornpfsi^: dompaJi^fiiif.y laHh 
your JVinfendo prodtxcL 


Thank Vou for selecting the Super Nintendo Entertainment System® 
ILLUSION of. GAIA:^'^* game pak.' 

Please read this instFuction booklet thorough ta .efl.suf^ proper * 
handfing of your new games. Then save this bosWet .for rjCuto 


AH Nintencto products are licensed by sete tor use only with other 
authorized prodoot&Oearirtgthe Official Nintendo Seal of QuaHty^^ 
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I D a ■t;ivilizarl:on so ancteDt that nothing' of jt remains 
■ today, tlie first great flowering of human knowledge 
produced remarkable breakthrougi'is in the sciences of 
biology and genetics, Tiiese'-riaEneless ariciehts used 
their, knowledge to create new forrns of plants and 
animals that Would make life better on earth. Inevitably, 
twisted the .science and molded violent 
■ beasts of war with 
hideous Entelli" 
gence. The mon¬ 
sters ’ terrorized 
die people and 
the civilization 
begaui to crumble. 
In the end, two 
forces fought over 
the .earth, the Knights of Light and Darkness. Tlie 
ultimate weapon .used'in that war was a comet that 
blazed with radiation and a strange light. The coming 

of the comet destroyed :__ ■ 

that race 'and miutated 
many people and ahi- 
rnals into evil forrriS;-. 
which then hid. in the 
deepest'recesses of the ; 
world;'" In .the ages'that 


I 




fpllow-ed., i from 
.the time, of the 
Egyptians and 
Babylonian.s • to 
the Incas, the 
comet continued 
to' return every . 

800 years And 
with the return of 
this Chaos Comet 
came times of dark¬ 
ness. destruction arid disease. Fragmentisd legends'of 
the comet’s effects and clues about its origin were 
passed, down, to the civilizations th^t followed. But as 
tliose nations rose then fell and time turned thejr.works 
to dus't, only a few treasures remained hidden 'ifl. the 
most aEicient ruins of the world, ■ 



















Our story. bcgEns. 
age of explora^tion, 

■time of ■g'teat discov 
eries .'when brave 
.explorers drew 
'back the. 'dark 
sh rouds offable and 
shed itght on the an- ■ 
cient- wonders,, dll 
that time, a parly of 
adventurers from the 
seaside town of South 
Cape set off to unlock one of 
the greatest of mysteries-'the legendary Tower of Ba- 
beE; Olman., .the leaden led his fellow townsmen and 
even .hkson.Vy'ilf into the tower. Bur then something 
happened' a:nd the expedition was lost without a 
trace,.,except'for one. Unfortunately/young Will' 
coutdn^t remember what had happened; how be.had 
been.saved, or even how he had managed to return 
home.after his oi’deal. Even stranger was the feet that 
Will .now possessed rhe.power to movd objects through 



The' IHusioh of Gaia fp[lows..Will and ;.hi$ companions 
they seek-the'answers tofthe lost expedition,-As they • 
begj n . -their ' j 6u rn^, ' ..they. don T. suspect. that i t .will 
everituially Eead them around the ^obe or that the fare 
..pf the'planet lies in their inexperienced hands. TheyTf 
have-to learn,and ^row and mold their characrefs 
the stuff of he¬ 
roes as tlrey face 
the monsters 
created by .-the 
comet in 
ages. Not 
the friends com 
plete the jour 
ney. Some 
turn aside 
cover new des- 
tiiiies. And along the way^ 
help may arrive from un.*' 
expected quarters--horn 
Gaia>.'the -spirit of the 
earth, and Free dan; a 
powerfeil knights and from 
the mysterious' Shadow. 

But Will must go the en¬ 
tire distance, righting ev¬ 
ery battle andv returning 
to the Tower i of . B.abel 

where he must attempt to end the plague of the comet 
andto find but wha<:hapP^n^d to His father And where 


Will goes 


you-go as'wel.f 





















Will enjoys spending 
Time with his friends, . BffMjyjjHM' ■- 
V but he . also likes to 

^ explore with his father,-; H e has yet to 
understand the. importance of his 
unique abilities.. 


■Kara,-Princess of Ed-' 
ward Kingdom, has |ed ^ 
a sheltered life* She is 
stubborn, and insists y 
upon doing whatever 
■she wants, Kara /■' 

. sometimes causes // 
i tfoiibfe with, m 
her spoiled jij' 

. ways, but • 

^she .can 

■■1^' actually = 

B Mp--- ’ be helpful. 

. in :. .SOme-., 
situations. > 



Lilly is from Itory Village* She 
has special knowledge and can 
turn into a dandelion.,. Your 
^aiidmother lias asked Lilly to 
hdp you in your quest. 


Lancets father was also lost in the 
.Tower of Babel. Now Laiice is- 
detemnined to find him'. Y>'u and. 
Lance are good friends and work' 
well together 



Shy and skinny. Seth is'not very.' 
active, but he is very intelligent' 
He hangs ou t in the secre t cave, 
playing games ■ all day with; 
his friends. 




Erik ] s a few years younge'r than' ‘. 
the others,.but he wants to help. :. 

Unfortunately, his youth may f Y 
.cause problems. He .is'the son 
of the richest nwi.in towii.' . 

. ■■ . ■ / ' . .. . =■ 













































.When the Title Screen appears, 

■ you will-see the opening ^tory .. 
ptaining-the garne. Push- Start.To.- 
bypass this, ’^u will thenbeabie to 
choose fjont four options: 

1 Start Journey 

2 . Erase THp Diary 

3 Copy Trip Piary 

4 Change Shd/Buttoiis 






Once you select this option, you'll 
be asked-Which. Diary? If plsLying 
.'for the first time, a Diary begins at 
[j . ^ the start. Each recorded journey 
.startS'-where Jt was last saved. 


Cowrinue 


lb return- to'an eartief ^amcy; 
.ETiOve- tbe.,jeur$Qf .to the Diary 
and;-push: vA. See. 
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Select rhi$ option when'' you 
Want 'to erase a trip Diary, '^u 
cannot, retrieve erased Diary.; 
r]|gpQQ|3| -Choose the. Diary 
KHIjll and pash the A 
I Button to erase iit. 




|,l iai-i I f ihtf.iV-d I'ri-r.i’.n 
Hli|> -SHI III il4 , 

|li.?ii'i-S S-tJii't t’l'cm lirii-nni n(j. 


lilApyir^'t-fli’l lr- 3 B be'i'n’itun 




'tfou can copy your Diary.'to 
an empty slot. You cannot 
copy over a saved Diary, so 

■ you must -er^s'e 

no empty spaces. ■ 




Ti-iirl 

jlt tjcl( 1 -il 5 c 
bi I ttw'll-liver I 

' '< |l-Wi n^lel-l 

1 V I , - .4(1 


Use this to change the button functions 
or. to switch from mono to stereo. 
Make your selection and push A, To. 

exit; select End 
Changes and 
push A, or push 

B, , = 
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Below are. descriptions .of the Controller .Buttotts as 
they function m the-Type 1 seitting-can change to- 
lype 2 in the Change Snd/Buttons Screeii, but 
gani€s start with Type, ]. 


Clontrol Pad —-m. A fiy tton' 


Prie^.ttie. Co^itrol PadLo-rriov-e in 
any of "eight diirecifens.-. ■ ■■ , , 


Pres:^ A ro'aMack on enemy or fo 
raik.'Push A'again to keep tatkiiag^ 


^Select Byttoh 



B Button 



'.PiihSelect -ho '■ go. hio the Et ena ' ■ yod Itave .setec ted an- iiem f rwi 

WirKlo-tv aiitl ^airt lo exit.- ' ;y dlW Item Wa^tlow. puslt B ro tise it. 




■*" Start Button Button 

lo liogwt'. ganie-or. to - pause,. .- To .Li?e-the flute tof'defense or to. 

during Star: Buiiori.i ‘■mpve:^bjoeia. pUslvLo -; 


The X'ancl T B^tdiiy are not-UHfd-.irt the -Ty^:>e Isettihgi 




Sijiii 




’Sbu'have telekinetic skills. You. 
are also a great jumper and a 
skilled fighter. At-.times/you 
can- transform iiYtb-.two types 
...of war riors. 



w Attack iiii ii M i III I 

Wli'en you are ready to attack 
'monsters^ move in'close., then 
press the A Britton. 



— Jump Attack— 

After pushing A, press the 
Control l\d toward the rhonster. 
/Vbu wjjl strike with more’power. 



— Defense^—— 

"Rirn to face, the attacking ep'-* 
enriy. Plish L or R and you will ■ 
[wirl your flute in-defense. 




Push the Control If^d twice in 
the diredfon you--vV 9 int to run, 
an.d hold it the .second time. ■■ 
















































an opening in a vvall^or 
; roof^ move to the edge and 
-o pusFi-down on the Control 




^—Running Jur^ 

When-you find a r 
the.nearby hill and 
Release the Co ntrol I'a 
you jtit the raiTip,' . .. 


'Teieldriesis 


You caf’i use your- teleki nesis to . 
i;'- m'o bbjeots-when you push 

■■■:' and hoid'L or.R. \bu.must be- 
facing the object to be rnoved. 





■—■Conversation— 

The people you meet will 
.usyally tell you something. To 
talkbpush A -whe^h 'you are 
near someone, 


f t'"* ^*^11.1 ■ 

ItT-rr; tlm 

.<iiii,:iei|r tttm-IiI 'ro-i lUfl’i-t 

tc !«■ ((•CS [TIH-'C-jJ. 



Search l n 

Touch a .barrel or jar and push 
A to fEnd-^:.out- tf-any' item^. are. 
htdderi j.iis.id^- If no inforniation 
appeal, -nothing is there. : 


V'l'Jll fi-ILIhLl lllS lltivtpS 





. __„^.round--' 

ings, and .scrolls with you ais you 
move. ^bu . cannot walk through 
walls or objects. .Keep .an eve on 
the meters at the top of the 
They show how many Lives tAjju- 
Renews you have left. VVhen you 
talk to people, a conversation'win-, 
dow appears on .the Main Screen, 



Life Meter 



The blue circles in the upper left corner of the scieep ' 
are your Life Meter. When they are goneK you returtY . ■ 
to the begin rung of that stage: 



M0 DarkGeriis .. • . 

This shows how many Dark Gems you 
have. Gather tOO to.get an extra-Renew, 
then start collecting again. 


Renew .1- V ii y-i 

If you ai^e defeated, buihave oneor more Reriew/yod - 
.will go to the entrartce.of the room where you lost your 
life, proceed carelullyl ■ . 












































An ene-n^y 5. Lffe Meter appears only when you-fight 
him: Tb-defeat him;.,you musrbaitle until all of the red 
ciroics-on his meter are gone I , 


When necessary,; you can turn yourself into other 
powerful warriors, see-Pages 22^23.. 


You will obtain Dark'Gems by defeating monsters, so 
don■'t leave any foes behind. ' ■■ ■ 



You should talk to everyone you meet. Some people 
you should approach more than .once—their words 
may change after a while. 


MAP SCI 


As .you leave a town, ruin or 
dungeon,- the Map Screen ap¬ 
pears and asks ^VVhei'e are you 
going? Select a designation from 
the ..list. aj)d'push . A. lb cahcel 
yOUr choice,.push B or. choose 
Quit ph; the'list:- 



fitT 




In dungeons of ruins. 

Start to see the Radar Screen. 
It will show you .whcref'youir 
enemies .are .iri that^ area'.' 
Moi;isters are indicated with 
blue n^arks, including-.those 
■that are hiding. . 


Force Indicator 


-This symbol .appears on'the Radar Screen i.f .ru6n3tet's' 
are holding a.'heart., shield, or sword. Power Jewel.; - if 
you do not'see a syinboh there is no Fbwei* ' 

— [g| Number o£ Enemies » ■ ' ' 

Look here'on the Radar Screen to see '■ hpvv: matiy 
^ncMies are surrounding ypu: . ; 


Number ofltcms 


This tells you how many items you should ,be.searching 
for in chests,-jars and-baneIs.. . ; 


Position 


■Your positioil is shown, on the' Radar -Screeh-. 


Enemies'. Positions 


.Use the^'Radar Soreei^ to see-'wbere yoiif foes are- 
lurking.-'then plan yd’ur attack pattern. ' ' 
































ITEM SCREEN 


Select to enter the 
Nbur items will 
appear along with a 
list of options for .manipulate 
ing. the itenii, ■ 


A> Items 


'Choose this to equip ah item. Before you'can use an 
item on the Main Screen, you must equip it. 


Arrange items by selecting the item you 
.sjtjon,-then moving the hand icon to the 


.new location. 


t>. Remove 


Use this-.to discard.-The game will prevent you from 
discarding atritern you. need.' 

-I— P. Cond. {Condition}" ' ..u .. 

You can' get tlTree types: of information with .this 
option.'First, you can,-study your 
Fbwer Jewels status. Second, you 
■, can- find out . which item. you. have 
equipped. Third/'yoiJ. can, see 'what 
■ Darlt- Fbwers- ypu have gai ned.. 



V 






r 




As you defeat enemies, Power Jew¬ 
els vvil-l appear. Collecting them will 
boost; your strength and. abilities.- 
Check "the Radar Screen' often '.to 
make sure you get all the monsters. 



.HP' Hit Pbinite 

Heart Fbwef Jewels increase your 
Life Meter. Recover low HP with 
Herbs or go to the Dark Space. 

DP ' Extra Rene\ 

Collect' 100 Dark Gems to get 
one additional Renew. They usualjy 
appear after you defeat 'monsters. 




Fbwer Jewels shaped like swords 
will increase your anack povver as 
you collect .them. 





prove 

you SE 


Shield ■'shaped' Power Jewels' 
ur defense ability so 
riess dam'age from atta 







































•The ■ entr^ce to the . 

SpSiCe appears as-a glowing 
balL When you approach, it 
turns into, a gateway. In the 
Dark Space., you can 
your progress.. Gaia will heal 
you if you are injuredhand 
Powers when you Have earned them. Onty m 
Spaceman you transform into Freed an or Shadow. Go 
baok throu^ the door to return to the Main Screen. 


Gaia, the guardian spirit of Earth, is 
your protector. NA/hert you stand 
before her. she will talk to you- 
Gaia will restore your HP, then ask if you want to 
savef Select an.answer and push the A Button. 



B. Fri^daft 

Move in front of the left statue- 
.to transform into Preedan. the 
Dark Kni^t. 

C. Shadow ' « I ' - 1 ' ' 

•When yofr stand.-before the pglit- . 
statue^.-you hecome' Shadow.- the%^- 
•,UlfiiTiate Warrior' ■■-. V-..' 







% VVill. preedan, or Shadow^ 
earn Dark Fbwe'rs,-which are wondrous 
skills. Gaia gives you these Dark Fbwers 
when you are in the Dark Space;; 



^bu are- better at moving or jump- 
i[’[g over obstacles than you are at 
fighting monstei^. When facing 
many .-barriers i-n a ruin or dun¬ 
geon. use your Dark Fbwers. . 

— Psycho Dash .; 

Press and hold the A Button until k 
you begin flashing. Kelease-iU-^d 
you smash obstacles. 


Psycho Slide 


lb slide through a narrow opening 
or to attack.foes, .press -the A Button 
-while running. 

M.' Spin Dash ' . ' 

Hold the. A Button. When flashing, 
■push .-L'and R repeatedly. Climb 
■ Steep hills, with .this move. 












































• In the Pyrainid, Gaia will at last 
, present you with the power of 
transforf’hing into Shadow, 
j Onqe you are Shadow^ push the. 
! A Button to fire a crescent-shaped, 
j be^ at your enemies. ■ . 


Transform into Freed an when 
faced with many enemies. 
Freedan s long sword allows 
him ro reacl’i things you can t'^ 
Will Freedan can also use Dark 
Powers that Will cannot. 


r nar ■ "« '■ . - 

Shoot'.from foe Sword with 
this move Rjsh and hold the A 
Button until Fneedart fashes. 
Release to fee at enemies. 

■"—•Aura Barrier™^ 

■•Create a protective- barrier by 
holding the. A Button until 
Freedan is fiashingi then push 
L and.' R re.peate dly: ' ' 

ip- Barth Quaker piipi 

Press the A Button when 
' i V rti P.fo §;■ i.dtf w.n. ■ ■ W hen 
Freedan .-lands; an earthquake 
will.briefly, freeze all enemies. 


With the Aura- Sphere, given . 
to you-by. Gaia, Shadow can' , 

change into , a liquid: In this ’ ‘ 

statei/ he is -not harmed-^by •' 

e nemy'■attacks.'' To transform/ equip the. Sphere/ th'en 
push B to. use it. In-liquid., form. Shadow, can. sink 
through'some floors to other,areas. .■ 


ll 

i;J 
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REDIETOL. ■.-'V- ■ ;--EOASl:"' 


Will Can t(>]bcL up to 50 Red jewels Will. rtiusL find an(^ make use'of 
. -in- the game, Ret urn ' them' fo Oem i-nan;^ ' items { h'roughouE 'the game. 

[he jei^^eler. fcHT items and Power-, some -of wihich can .only .be used 
■■ Upi Colteci all SOrio reach a iecrei once, like the Koasi. ALhough you 

• are-Ajowebaro found in jai^iCh^i^: ftfKl itie. Roast in Edward'^ Castle, 

• ' behind pillar-s—eveF.y^ieret . ' you won't, eat it unriM^e.r. 




Several inetodioi can be-leari>e<! on . Many doiorg throughout the'g^^me ' 
your journey. Pick up the Wind \are locked. Will imtSE .find' the : 
Melody on the Larai Cliffs in the frfO{>er keys.-and use them .10 open ■■ _- 
liKan KuijiS; If Will blows 3 meiody. the doors: If a d(jOr requires' a koyc .;. 
on his flute in ■ the right ph^ce, . and you dw't have it- .a 'niessage ; .• 
M.mneLhiny, good njay happen. will-cell you so. 1 ■ 


DARK GEMS . MYSTIC STALER: :.' 






HERBS PUZZLE PIECES 



You. can'find •f'fdrbsaidtug your, path Will must, sol vcT puzztes of. many 

:'; ■ ill. -both Story area;: 'and fighting- [y^A .ihropgiiout the game. In. I his ■ 
'■'■ .areas' • Orxe...hag -.-.of .Herbs- 'will' cxariipie' you'lt a Diarnond-' 
repl^^isb .sc^. of ypiir .lost. hfP.Shafied\l-lo.Ee:' tiieh--you'llfind a 
- . Sin.ci^rlteinuiT-ibcrofHerbsisJiiniiedK. biamondy;Shaped Block. Put theni:'; 
. useiherri sparirigty. - ' '-, - -.I ... Eogethef to opeit a rie^, passage. ■■■ 





When you defeat-an enemy..a- Youlj have to find-.and win; ax 
Dark Cem appears in, ks place • Mystr'c • Statues in--the game: 
Collett .ail the Dark'-'Cenis to earn- Sometimes you'll b'e given a Siatue- 
Raiewa. Renews alEow 'Will lo start' ' wtTlioiJft.havtngro.defeaF a guardian 
over, in the same ^rea if-he tosds-a 'character, but be patieni.-"^ fjght 
fife. ■ -Vx' ..-- •; " Will be,just ahead!-.',. V 
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\ TMVEL TIP 


Fc^ra successful jo^lE^ney/til ere are a nurpiber of things ■ 
ygu mu$t rem'e m Ber to d o; 1 f yo u take these actio ns, you . 
are sure to triumphs eventually^ 


-- 

-■ Segin conversations with everyone. ’Vbu 
' rnay not be allowed to leave town if you 
have not spoken-with, enough people. 







Do not leave any enemies behind. \fou 
cannot progress further iii ruins or dun 
geons until all monsters are defeated. 

Be sure to use Will’s abilities wisely, as 
well as Freedan’sand Shadow’s. Certain 
situations demand special talents. 

wdt^often^need to be very patienti'At. 
times; yoy must wait for the pu^zle^t^ be 
solved of.for equipment to start worlting. 
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...youVe read this message. The information, tips?4nd 
techniques described in the following pages may-re¬ 
duce the challenge of the IlUisidn of Gaia, The Strategy' 
Geneial recommends that you attempt to solve puzzles 
and work through areas of the game on your own 
before turning to these pages for help. Ohce you've 
turned-the-page, you-will lose your innocencef ■ 
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NAZCA PLAIN 
PAGE 53 


2 : 




SKY GARDEN 
PAGE 54 


'JSC- 


VIPER 
PACE 59 


game where you need specific help' but donY read ■’ 
ahead unless you want to ruin ihe surprise;, ^ 
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SEASIDE PALACE 
PAGE 60 


SOUTH CAPE 
PACE 30 


EDWARD CASTLE 
PAGE 32 
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LAND OF MU 
PACE 63 


VAMPIRE COUPLE 
PAGE 69 



EDWARD PRISON 


EDWARD CASTLE 

V. 

UNDERSEATUNNEL 

A- 

PAGE 34 


PACE 38 


PACE 70 
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MOON TRIBE 


INCAN RUINS 

PACE 40 


PAGE 4] 


GREAT WALL OF CHINA 
PAGE 74 
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COLD SHIP 


DIAMOND COAST 

■.1 

.. .v.'. >■ ‘ . 

ANOkORWAT 

PAGE 46 


PAGE 48 


PAGE 77 


DIAMOND MINE 

, . 

NEIL'S COTTAGE 

•v'ip.V V*? 



TOWER OF BABEL 

PAGE 50 

T 

PACE 53 
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ITORY VILLAGE 

/ 

ANGEL VILLAGE 


WATERMIA 

PAGE 39 


PAGE 70 


PAGE 72 
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ASTOTH 


EURO 


MT-KRESS 


PAGE 45 


PAGE 75 


1 PAGE 76 


FREEJIA 


DAO 


PYRAMID 

PAGE 48 


PAGE 78 


PAGE 79 
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•- W^ll'^quest begins tn his hometovyn of South Cape. 

. -Here youll l^arn about your new powers, plus tafk to 
' people for clues to the mystery of the Chaos Co [net and' 
Other secrets. \bu1I also coElect three Red Jewell 
• When- you'^re ready to move on, the guard at the town 
■■ gate will no longer block youv 



atiions of the €ave 


■•■ .'VVilE ofie meets with his 
r-bv school .friends in. a seaside 
; cave in the so uth part of town .. 
;:b Erik, Seth and Lance demand 
C','.: a- demonstration, of Wills 
' . mental, powers,. ■ . 



is*. 




Grandma ahd Grandpa 


Si.nce-. his, ;return ■ from the .- 
doortied expedition,^ Will has^ 
lived' with his grandparents 
Lota and ■'Bill.- Listo’t to their 
wise wpifds/ but don't ^ eat 
too- mcich of Lola's chow. ; . 




■ 


IGEM THE JEWELERI 


On tlTe rooftop below the school. Gem tlie Jew¬ 
eler waits to collect Red Jewels and dispense gifts 
from his inventory. Gem appears in other places, 
too. You can send your Jewels to Gem by selecting 
them from your inventory. 



ir\<Kh the bell Lower on the Downstairs in Lances house is 
schoot rof>f is a Red Jew^el. hiclden another Jewet. 




Jewel 

Trading 


As you collect and return more 
Red lew-els co Cein. he offers 
you iLerns ji^tl powers, it you 
manage Lo collect all 50 JCwcls. 
vQu'll learn Gem's well kepi 
secret and enter a hidden area 


of the game. 



































































. Wiil's-'fi-rst advencure' takes.:him to King: £dwafd's 
•■Ca5.tle. .Eveh though you. don't have the CtystaJ Ring/, ; 
go and talk to everyone. Finally,; see the King. No' ' / 



“■ Breakfast for a King 


Be sure to talk to everyone 
and poke your head behind'. 
■everything as .if someone is - 
hiding there.- ’ learn 

so'me/useful'and some mys- 
teho.us facts; ■' 



klncj is. 

ln'€.il. + ^r.t ’A'..lit w.'liilt;. 

I li'eil ifhl fti-. 


-i- Ca^ptive Kara 




'S pifi e th T n-g "1 s ro tre- n ... i n- 
E d ward V Castle: The q uee hr. 
.has' hired a - profession a I 
hupter-and tracker and Kara 
has been-forbidden 'to.l.e^ve 
She needs your help 




IS a hiuifert 


/ a. 


■ 

'’'.i'r' 


^ Lock Him Up! ■« 

Will doesn't have a chance, 
The-King locks him in prison 
no matter what .you say: lalk 
to every wall and object,, then 
waif for messages. Finally., 
Hamlet wilt help you escape. 



PalaceRumors**®"™ 


■The castle-is abuzz with'.ru- 
mors of a dark hunter who 
has been hired'for unknown, 
but supposedly evil purposes. 
. Make sure.you ralk-.tc. ^Very^ 
onei ■ ■ i .. :' 



(Ibi: H ri 11 i liunt^i' wJ's 
hil-EJl. 

i wi>iia«r wIiAt liie ki41D 
tkifiLinr]. . . 
































































\v ' 



All-.prisoners must learn, the lesson of patience.-VVill 
■sKould taJkto everyiHingm sight, the Waif the moss, the 
ball and cliain, the door Once Hamlet - helps him 
escape, he must figl^it his.way to freedom! 


--Locked Up ■ «— 

•The only way to get out of prison is to wait. Hell drift 
off to sleep and dream of a message from his father. A 
. Dark Genh. appears and 01 man rfe veals Will's mission. 



Saved by 





: VVlten Hamlet shows up, at 
the prison door, yVi 11 notices 
that a letter and key are tied 
‘ to the po rker s tail. S elect the 
. Key'from in ven tory and opeti 
. - the door;' lo. the right is ' a 
. Darh S pace to save the game. 


Gem Coilecdng"* 

Make sure you collect all the 
Dark Gems that appear after 
enemies are defeated CqU 
feet 100 of them for an extra 
life/Use your special power 
by pushing the Left or Riglit. 
Button to draw the Gems to 
you. . 



^ Statue Heads 


In the early part of the dun¬ 
geon, Will finds his path 
blocked by two heavy stone 
heads. Use your telekinetic 
power to move one block 
and open up a pathway ber 
tween the stones. 



^ Switch Hitting 



[n Edward's Ftison, you can 
find an Herb in a Treasure 
Giles L by hi wing,the first Floor- 
Switch with your flute. 
Switches open and dose 
pathways, and doorsipf mariy 
.types/ ■ ■„., : ■ ^ 



































































The; Stuck: Swftcti 



The second. Floor Switch ,fe\rijsted shut.- Juntp'onr it 


in-the cornet. You 11 leam about the Dark Qems and 
Tow-to gain an extra life with 100 of them, • 


■ Defeat, the bats''to reach the 
. hair with’ the -floWer. Select 
•' LoWs melody, and play it. 
You 11 receive a message. H it 
. the .'.rigjit Switch when the 
numeral 3 appears. 




Tj 66 Short' 



' The Switch beyond the stone 
wall cari t be hjt by Wills 
short flute.. Proceed to the 
pier, .destrpyt he serpe hts an d 
enter the-''new'- Dark Space 
whe're.y;ou ■ gain a new 

powen ' ^ - 1 




Transformiritbl^reedauTt 


■ Freedan,' a knight frbn-t- iohg. ago> offers his service to.. 
Will -irtithe Dark Spa.ce-...h’i' many action areais aheadj' 
■yo.(j'will.have-the choicb to play as Will or Freedah- 
. Freedan 


Taktj the Rc<f Jewel f'roiin 
thli Treasure Chest. 


Don't miss this CJ>e.a in tine 
dark recesses of the pristrn. 


This is Etie final Red jewel to 
by found in the }>risoi’i. 
























































































Having-escaped the-prison,-. Wtl] must return' to' 
Edward'sCastle'and help Kara escape frOrr’i lier impris¬ 
onment'. In story segments oft game, you ■won''t fight 
but spmetimes you'll explore areas and solve puzzles. 


Lilly takes you to her home, the invisible village of the 
Itory people, home to VVilTs lale mom. \bu II set off on 
your second adventure In the Incai’i.Ruins from here: 
’You II also find another Red Jewel 



■ Luckily., Old Snorehea'd is living up to his name so you 
and Kara can -sneak by and escape from her room,'- 
Don't forget to raid the roast in the basement. 




Return to Sputh Cape 



After the castle, you1l find 
y oursel f in Wil |'s hou se, The 
place -is a mess. It's" been 
turned over.by the notorious 
. Black JacW-^.ur grandpar¬ 
ents are, gone... Lilly 6f 
Itory appears at'this 


Running Dash** 


In Itory Village, you'll learn;a 
new skill- By running like mad 
down a slope^ you-can-soar 
across wide chasms. No'tonly 
i s it fu n, it allows you .to reac h 


new areas. 



Ine^ Statue A- 




j 



1 

_ 




Jump over the chasm and 
talk to the spirit in the flowers. 
Hell telf.you how to get the 
first Incan Statue. In the cave 
below, use the. Psycho Dash 
to open the back wall. 
















































The- Flower Spirit tells you to see the Mpon Iribe, so 
have-Lilly guitje you there. .The-Sha.dows on the 
(hountaip top.reveal more about jhe comet, and the)', 
tdi you how to get the second Incan Statue, 


Votce of Shadows 


The Shadows telt a story of 
the Chaos Coe neti Kow it is' 
the' remn.ant of. an ancient, 
terrible battli^,-They also tell 
of how the comets-light-has 
mmated tlteir people. 




Incan Statue B 



■'Go into the cave beneathihe' 
Moon Tribe s plateau a;nd, 
fight the warp ed c reatu res 
/.for the :?eff-OE\d,]i)can Statue. '. 
i 11 :biiye . o nly 2 0- second s . 

' to; .destroy - ibe ■ehemies.-^ - 





The lost civilization of the Incas holds the first Mystic 
Statue and the. path the fabled ship of gold. Will'must 
place the statues'in .the proper postttons-oh the.cliff 
then battle the guardiatyof the ruins. 


Diamond Block 


The Diannond Block fits into 
the Diamond'Hole near the 
pit of spikesr. Battle through to 
the Treasure Chest to win 
the Block, then return and set 
it in the Hole to open a new 
route:.- 



The Psycho Dash 



Use. Wtl'l s power-:or tne 
Psycho Dash t,o..destroy.the 
statues. Fighting these ob- 
structiofis wouT. get you any' 
where. ; The Dash\lets -you 
pass on to th e Treas:ute. Chest. 


































■ Ou t on th e c] iffside, ■ look 
•gap in the. ring of stones. You 
can .'jump down.-to another 
-terrace and -enter the 
More caves and ruins are now 
open-for exploratioR. 


Freedan's 




Return to. this noOm vvhen you have found the Dark 
Space and transformed Will into Freedan. With 
Freedan's Joe iger attack reach, youH be able to destroy 
■the,statue in the square of blocks. 



Gold Plates- 



The secret of the four gold 
plates lies in the four gold 
statues - Wi II can twi r! h is flu td 
and move the statues Fosi- 
tibn th rep of tl'ierxi on the plates 
while - .Will stands -. on the 
fourth, A dpor will-open/ .: 



WindMelody 


As Freedan, you II find a, door way. out onto the top of 
a giant statue. Standing there, you'll learn the Melody 
of the-Wind,, which is used later byWilk. 


Switched On 


The-four enemies exist in statue form-when you first 
enter. \bu must bring them to .life by hitting the switch,- 
then you can defeat them and move on,' '. ■' 


SVill Returns 


In order to 'solve'the mystery 
of'the gold floored . room,, 
transfortn back into Will. 
Y>u''ll need him to blow, the 
flute/which in turn \yiII open, 
a new 'door. 





























































































open [hi& Treasure Chest to ^ind 
a Red lewel, 


The Fiashing Tile 


., ■ activate, the floor tiles.’Stand on-the flashirig tile until a 
. door opens-m.die wair. Be patient. . 



■*7^ Set the; S-tatues 

Place Incan Statues,A and B in the' sbts atop the cliff 
heads. Proceed to the three pillars ^ Wlien the wind 
•picks up/you'll be blown b a. new terrace and the 
entrance to the guardjaiv^ lair 






’^ur’critical target'is the guardians^ claw-like hands 


place -is-on. [he back ledge.- 


A[ . firsi, strifce 'tbe'-jhands' 
Fep^atcdly. ’ ■ ' .v; ■ 


W^tch"-oui.for’ ihe 

DtKlge tttecn y.Ou CarV = 


Havf^' g|(jriously ■ destroyed' ytair-; ■ 

' ftse, jt':4 iijrie-Lt>'ju(ti'pidoi,vn ilie hdlc.' 

• ■ V'tiic.'ri .will l^rwJ you oh the Incari Ship, 
of . 'l . ' 



ff: 



































































































T'he ancientfabl^.ofthe Ipsts^ip pfgoEd turns out to be 
true, Will not; &nly Rnds himself bn board. but the 
Incans there ■ seem.to think he s their king. 

—^ The Queen & the: Statue^—^ 



Rnd the Incan Queen on her throne below deck .She'll 



tell you where you can find the Mysltc. Statue In ^the 
hold of the ship.. Go downstairs and. fetch the statue,, 
then return topside. Speak to the entire crew... 


c"’”' 

€ j 




ij^'. 



The Grow's 




The. ship won't set. sal] on its long^delayed journey 
■. .until you are-in the Grpw's Nest atop the mast. From 


here, you'll watch the ship emerge into light. 




.hfbuVe' had a-long.'day anddfs. time to’get-some rest 
CrWl.-.onto -the platforrh and sleep takes hold.'Vbu) 
mom appears with portents of the comet, ■' . .r; - 



When you wake up. look for Seth 
aboiird fhe now decrepit shipi Seth 
wilJ give you a Red jewel., Make sure 
you don't go to the Queen first. 



journey by Raft' 


When Kara take.s the ring, it is the beginning of th^. end: 
^u are shipwrecked and cast adrift for weeks pri. the', 
open sea: There's not much to do here but follow .the-, 
story and eat fish. ■_ . 
















































































At' jortg last.yoy.r t'.aft is’^cast up 6a a'distant shore, but .. 
^ W health is failit^g. la ihe long noo0th at sea, he has 
contracted scurvy. Next t ime, twi ng some CJT^ge ]u tee. 



Look in the jar out:ii(ie the hotee 
to Collect a |ewel- 


■The lovely town of Preejia was named after-a sweet- * 
• smelljag flower/buf there is decay at the roots.of this 
. cown: Here,' Kara and..Vyill begin a new'adventure. 



.in your |ewefe 
5n(E g^Ht (he appro^riaie 


.Ebl^r ^tji houiie- ft) (inrl. anpark. 
Spsco.''?^ -. , .■■" " ■ ■■ ■■ 


The Hidingifaborer ■ 


Take the dead end alley, then 
go up the backside of the'ho 
• tel to find where the runaway 
labO'rer is hiding. Be a skunk 
and turn, the poor -guy .in. 




Break In 


The voice in the house in the 
nonbe^^t comer of town be¬ 
longs to a coward. Break in 
his do of and rescue your 
friend. Now you can. go to 
the mines. 





A man un the otSver sitle uf a 
flower hed gives you a jewel. 


I On the iiecorld Door of the 
j Freejia inn k Jewel * 12 . 




















































































[t^s. tim.e to do the rlght.thtng and save the laborers Id the 
Dislmond Mine. ’Vbull have to fight and search for keys/ 
plus figure our several pu?.zjes:. 


A Locked Elevator 


. There's ne way to open the elevator to the lovver levels 
- of the mine without the key, which lies much deeper in 
the mine, Follow the clues on these two pages 



.• Tfciu are the only hope for these poor souls. When you 
reach thenri, hack through their chains and they'll thaiik 
■ you with news and useful'items like keys. 




Four Switched 


Hit th^ four switches'oil4he 

cross'Sh'soed ofatforinn e\tv-n 


En I his corner, you'll notice that Will's 
hair bfows in the wirxi. But where is 
[he wind coJining from? Use ihc 
Psycho- Cash agatiisr [he crack ini he 
wall. 


Double Dark Spaces 


At the end of the passage is a .Dark Space .without 
Freedan, the only one. who- can defeat the last 
enemy in the main room. Use the F^ycho Dash at'the 
back'wall to discover a second room and a. Dark 
Space with Freedan. 



■Si- 


You'EI neeri'tft itse the ..P&ycho 
bash’at the'lMck walj-id '^eak 
rh.r^njglT into the second ChaEnbet. 



In 


the 


.Dark Friar Po\yer-Llp iHai lets you 
shoot tire trom Fveedan's sword.’ 











































TheRenctg 





To defeat the .enemy'oF>'tb^Xipper'ledge, yoi/ll need 
FreedSn a^^d his .shot power. With'th^'fence refnoved. 


^Kcys to the Mine 

:'lake.th’'e elevator to The cemetery. Here youTl find- 
skeletons everywhere, and a:shiny key. In another, 
room, youTi gettfil.'© Memory Melody to help Lance: 



Lhok for o tiny shinyoir-itte '.Floe#. Cet keysr fiom th^ laborers. 


..U3<'''the keys-[Q open the tlbor-y Satins Merno.ry Melody helps Lance., 






■ 

^ . • J '^p- ■ 



. .1^' 1 




After'Stopping in Freeji'a'to restore Lance.''s memory 
vvith .the Memory melody^, indve onto NeilV hidusei 
Will s epnsin/ Neil olives near. the'Na^ca 'Desert, 
an'inventor, and. he vyill.;]oin the party. 

Ahead of his Time '" 

N ei[ has invented some tn^: 
credible- stuff, in eluding an 
airplane; telesicope^and pther 
cooE. tools. When 
his house, check it 
of the machJnes'are used-later.-,' 



Talk to everyone and wander to every corner-in'-the T'' 
desert, lid one corner youTl find the;Moon.^ibe. Now ■ - 
you can move on to the-Sky Gardenf . . -i : 



53 - 








































Above the Nazca, Plain floats a garden of .creatures' 
.wa^ed by the cbmet's light., ^ur goal is to find the four 
Crystal Balls and u'se them to'.creatd a bridge to the 
guardian; The puz;de£ will turn you upside down, 



TopsyTurvy 




•The Sky Garden; of 
Moort Tribe has 
IPWili steps off 
he'll flip aroUnr 
the. backside; 
whole new area to explore. 


First Crystal Ball 



'Go to'bach of the four Crystal Ball areas starring with 
the upper Ti^'t area and proceeding clockwise. You 
shouldn't have .'any trouble here. Just hit everything! 






iSione yt ’ 0 le ' enemies ' shyuld ' ■ Visit hs^th sides of ■[ lie gar^n a'ntd 

. jjre^enc a pfcthtem in'thisar^y.. ;ger the.'Crystal B-atl. . . 



A Secret Door 


The guardian statue comes'alive ifhit.'Fight off its flying 
sword, then stand back. The statue will move ^ide, 
revealing a-door to a Dark-Space. 



CJ V.S.fff:, saiL-r.' ti 


Second Crystal Bail' 


The trick in this area is the 
jumping; You'll have to charge 
down the ramp and leap over 
to til e right side. Use Freedan 
on the backside .• to' strike ■ foes 
across .the .blocks. 




sure [0 pick up (led 
Jewel if IS in- the Chest. 


'IE his Treasure Chest 
another Keel Jewel. 


holds 









































































■ More' Swttfi Hittihg 



Freedari.to hit the switch on the backside from a 
distance so you don.'.t.get trapj^d. Thci’ir go back to the 



) Ih tliis area, you1i have to use the switches on both sides 
to; remove; blocks, ^fbu 'must also' use Wi[l- and hi.s. ■ 
special abilities in several instances described belowv 



-■ r. Yau’U he'ect 'a' ronaing.- ■nK:block in ti’ie middle , Uw Will'iiPsycho Dctsh 
; .^art to gee [O'.iiiie'c|tV be'lowered from g.. co I'etich the SE'aiues 
■ ; Ci'jr'staf DalJ Cljo sl' . swttob oh the backside, and break cbcni 



Witi'j?tieleMiTietifcibb.we^V Noj^ WiU-cahrgnat;ro^'/AfEer- all [hat ■yo'uVjc 
will scafie. :heopeoapacewiEihpij|4' Miialiy;rt^ached;./the 

oiiEitMLhe-.swiieh- ■'hkting^the ,b^bck:■, -.//if; Treas'tirc Chosil- ■ 



Statue on the Svifltchr; 


In this area, you’11 have to' spin your flute to rnove th^ 
statue in the blocked-ofFarea onto the floor.switch. A 
new passage will open-"up if you succeed. "/: ■ 




This final area of the Sky Carden con t^ns.a series of 



of zwo jumps, 




At this point , ycu hgve the.choice 
of ew'o Jumps. '" 


Although the ZQp jtwTip teafl^ to 
ireasiire. ji's noii ihc Eall.: ' ' 




rush jumps and an almost maze-like .layout. Follow the. 
caption directio'ns to find tlie Crystal. Ball. • ■ 














gra! y ci.ur ■ Tho^ lower jLimp Tflk es you fo; che: 

. j lef: to flip back; Crystal Gall.- ■ ' . . 












































































































Look for the fottr holes'arpij nd the center of iiie.gArdeh. 
Place each CrystarBall in one ofthe holes ahd stiddenly 
a bridge appears dial leads to the final area. 



■ ■ Make u se of the Dark Space 

■ at-the upper left corner'be¬ 
fore crossing the bridge. 
The bridge disintegrates as 
yoii cross it. Beyond tlie 
bridge waits Viper^ so go in 
powered up, ■ ' 




fategies 




. .Master each area'cam-r 
pletely so' that you can p^s' ■ 
•• through it without .using \ 
Herbs. Oneo youVe finas-- 
■f ter^d the area„s^ve it, In this 
: way.j you save iheHerbs 

; Fot- the tough iiTTies- ahead, .. 



Viper, a giant eagle god,, ho Eds the second Mystic 
Statue at his n^ow aerie above the SI^ Garden. Dodge 
his feathers and hit hEm 
when he swoops in. He's not- 
as mean as he looks. 


Viper s wo op i ..t 0 ward. 

with oijfstfecthed 
[Jiloni. The fegthers-ar^ very 
dargerotti . ■ 


Irreedan'. fights back with his m^ty sword. 
.A E tack quickly, and repeatedly. ■. 


j' 

i 

■■r 

j. 


..i 































































The PufificatioiTj^ne ; >. . 1 ■' ' ■ ■ .I 

Lilly has bee rvtravd ting in ■■Vyiirs pockety but she can fty ..■: 

into die small openings in .the coffins to report on their: . 
coEitents. In this way^ 1| be able to find the j^rifida^ 
tton Stone. . ' 






A* 


The journey takes you. to the Seaside Palace where a 
rurhor of vampires haunts the hails hfcurfErst task is to 
purify the well, Then, after talking to-people, hunt 
down the vamp ires, in Mu. . 


KaraFadini 


Kara appears in one of the 
Palaces rooms, but she is 
not herself.. She appears 
faded; aktiost transparent. 
Find th e Purificatioh Sto ne 
and put it in tfie well. 


These three KcdJewfls 
are reiarivciy easy to 
find 


Make sure you go 
everyw]K*reiii liie Palate 
to tind the three jewels. 


Look for [his Jewel hi! 
a Treasure Chest in. 
die Seaside Palate 


More Faded Friends 


In the lower reaches of the 
Palace, you 11 find more of 
your companions suffering 
from the samot strange eF' 
fects. Take the Stone to the 
lowest ■ basemen t. 


The Fountain 


Now that you've;found the • 
fountain, select .the’Purifi¬ 
cation Stone and thr'ow it in, 
die water The effects areni 
dramatic'; but you can now 
learn inuch more."- "" - ' 




























































































The'Vjctims. 




Unbelievable, but 
These p9or saps were sold 
by the laborer traders to the 
■vampires as a living’blood 
bank, Theyll tell you that 
the vampire pair can be 
found in Mu. 




lalk to this person in order to obtain the key to the 
doorway upstairs in the F^lace. With the key, you can 
unlock the path to the lost, realm of Mu. 








Mu may be the biggest chsJ- 
ienge in the game, at least 
■SO • far Early on, return’ to 
the Dark Space in .the. Sea" 
sidb Palace tO' power up' 
yVi [1 \^he.n ■ necessity’. 







Look in this cHe&t hi Mu to 
fird Reti Jewel ^23, 


Suddenly, the enemies figlit harder,and the mazes are 
tougher. The.^pi,izzlipgstatues stare at tost secrets. ^uH 
learn the Psycho Slide, find the two Statues of Rama, 
and eventually face two powerful vampires. 


Enemy Alert 


What’S going on with these monsters? They :see'm 
considerably tougher than those in the Sky Garden^ 
The saine thing happens at Angikor.Wat. For now, do 
TjfMir hunt down the Dark Spaces. 


givmg^ - 

[hey look.. 


Ttie Flasher wizards .ap|X:ar and 
VLinfih at randcjtn wtiilefiriiig’shoLs:. 






































































































PropulsionRings' 


■ The flashing: rings caji be a Htiidrance as vyell as a help. 
Move-them by hitting them or using VVill-s telekinetic 
power. Bounce off them and run to go up hills. 



For "a E>oqs[. adiv'aifc >:tnjr furt 
right after bounLHng off the ring. 


Mit. the- ring or draw 

towgrtl you Issing Wilts power 



Room of Hope; 


^Vhen-you first pop inSide 
this chamber there isn't any" 
thing you can do.' Come 
back once youVe collected 
the Statue of Hope. There 
are two statues and two 
rooms. 






Using the Statues ■» 


Ketgrri to the Rooms of Hope once you Have the 
statues,. Ascend the altar, select the Stame'of Hope-and ' 
use it. The 





Bouncing Up 

nee off the flashing 
e bottom of the ir 
quickly push 
•F^d Up twice 
j Will's or Freer 
.M^ull race all the 
the slope. 



Statues oFHope^ 



Speed Spikes 



Look.'-for’ two Jocatiohs. 
.where stone heads are set- 
at 90 degrees. ' Follow: .the 

'line: oftheii' gaze.-stand rn 
that sppr-and push the-A 
B uttoyf/ as if. tatfking. hbu' 11 
fin'd-the'Statues. 


There are several areas of 
spikes that pop out of holes.' 
In this case' the switch will 
lower the spikes for a few 
seconds. Hit the Switch then 
run- up and run down to 

• - . . ’-iv- \ 

clear the spikes, . 






























































































-i-- The Psy cho Slider' ' j ' i i i 

In Mu aE'id Ikter areas youll'liiave' td slide through low 
openjngsjfi walls. Only Will can use the move. He can 
also attack eneiTiies while'Psycho Sliding. ' 


■C-ia is awar-cl& you' w ich'the Pf^ycho 
Slt<Jer ii. Lhf Dark Space. 


Ku'n towards the hde, then 
the .Attack Butuin to Slide. 


■ Statue of Hope #2 



As beforej look for two stone heads and where tlieir 
gazes meet. In this case^ it is on the narrow ledge below 
one head and to the right of the other. 


r ^ ■*■ It- .1 




-r^ Rama Statue #! 

Look for this area west of 
the 'Dark Space whe're you 
rece ived th'e Psycho S lid er,' 
Here youll find the first 
Rama Statue, which is^ ^ key 
to reaching the end of Mu.. 



Rama Statue #2 



The second Kama Statue 
can be found in a cul-'de^ 
sac north of the Dark Space.- 
With .both statues in hand, 
you can proceed to the fi" 
na1 area, and the battle 
against the vampires. 





placing the Rama Statues 


Southeast of the Dark Space,, iri the lowest level of Mu., 
you1i find a room with two altars. Place your'Statues 
here.■’Vbu'll be transported tO' the Mu Burial Ground 


IfBid-e Rarma's. rwrn 
oi't th& 






















































































Siti Bqrjal Gifij^ricls 










a]Spirits: After that; return to Rama and talk to him 
agai'D: ■ hdel I open tii e- passage . to. the v^npi res'. 



snd 

frw'itit ljrif,k the leot^e. 


Mystic Statues 


Rama,'gives yotJ the Mystic; Statue in this at^a. but 
donf. jet. that fool yoLi, The real fight is just alieatd, 
After receiving the statue, you 11 have to.face the two 
vampires, • 





- ---V 




JacK and Siivana. the two* vampires' that, have devas.:; 
tated Mu and.the Seaside Fblace.f greet you with fast,, 
coordinated attacks.- Mafie sure you-fight-them- as 
Freecfan. Keep nioying and 
avoid’ the Co mb in at ion at< 
tack at aJI costs. 










U'OncentraL'e oi) 

LlrTie. Stay near jnEprs^ction.^ 
so you can-ftodge.'. v' 


[he conibHiaLiCdii aitafk caFi 
"etliiCe. y-Ouf ehergy by about h'j 
third. Rtir From -ir. 




Cut (ibich onel^ 


Hide ar-uLiricJ corners and .. Fire 
rreedarii -Dark 


The time horTib-fh be def ust-d. 
btn ■cuLiiny eiiFi.er -^^'-iire W\\\ do.ttie 
job.- 



















































































After your gallant defeat of the Vampires, Wll and- 
company hike-Under the. Great Qcean m a tunnel 
made by the people of Mu. Although you must jeat 
mushrooms to survive, there is no reaj danger. 


Talk to everyone in [he [unnel.as’ . Expect.a visit frtjm SetK who ts 
a&Usl. now in ffeliy, form . 


tf i L: ! ’m ao t i i‘e(l 
J muat tiAke walked 
bllQ mi- lea 



iillS 



The ancestors.of the ancient Mulaiis now live under¬ 
ground in Angel Village where they must hide from the 
isunshi n e. Expect Kara to cause trouble. 



Oriie of the natives guards 
the door TO the deep pasr" 
sage- where Ishtar :th'e 
. painter works in solitude. 
Afbii will be Warned of the 
danglers' b.eyond ' the dooh 
, but you -mus c go on. ' 






Tunnel pfWinds' 


■ t .■ -. ■■ 


Listen To the advice of one na-' 
tive. She. says that the .flames 
bend toward the exit. Also look 
for wind and listen for a yvater- 
fall. Use the F^ycho Slider when 
necessary. 




hbu must solve four puzzles to 
earn the Magic Dust that re¬ 
stores Kara to three dimensions. 
Look for th e col or of j ars, chang- 
ing chest contents, and wind in 
Will's'hair, 




Look in the Chest in the 
baiemenE of Angel Village. 


CIteck out the founiala h 
the dar'tce liail for a Jewel. 


A jewel is hHlden in the rcMjm 
nex[ CO Ishtar s sttedio. 


In the third puzzle rtXJTin. the 
Chesr contains o .Jewel. 
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jl 



It iBerrjs that every peaoefuliown has a hidden side. In' 
Watermia, the shadow \s cast by ^ deadly, gambling 
game. VVill must also travel to the Great Wail of Chj.na> '' 
then return fo'Waternnia,- • , ■ 



Kruks Aren't for Sale 


TherC s no- way Wi [1 can b uy a Kr uk to cross th e desert 
Me1l have to win at Russian Glass to'obtain the animals. 
Rcmernbeiv. the hght glass isi/t right! . . , 



The real'Atier'reiurnfog tronr the 'Wall. 
■ here, buhos’i a iefKafaiBTaft. ' ■ tlii^ leaf Lakes. yOLi to Ll>e game. 



' . Lance discovers h)s mad dad 
in Watermia. .Will comes. 

■ upon them-in the; hut-next to ' \ 
: .' the one where the group is' 

■ 'stayi'hgLance., ... 

. Lahce'S''';dad, .then-.Lance .. 
'. again befpre leaving-.- • 





Lance ^ Lilly ■ 

:^ance'and'Lilly vanish af> 
ref the-party: Maybe true 
love IS .just as unpredictable, 
in video garties as it is iii heat 
life,. Us, Will's job -to gdt' 
these tw'-o 'crasy kids back 
together, :... - 


‘ri'hen 1 jBtafee. Lance 
had tl i ^appeared. . . 



Lance Leaves A Letter 


So Lance is gone and nothihgis happen ingin Watermia, 
Check your inventory and youTl .see Lance'^s. 


Nock* thgt there is letter atltled 
Lo yoiiir invemiOfyi Read it. -■ 


The Creac-Wall 6f Chiivi & now' 
ade^firiaLlorii at> yoLir travd map,. 




This Jewel irt ajar can be found 
on the leti side ot Watermia. 






































































Following Lanoe to tho'Great Wall, Will tracks his 
friend by pickihg op shiny pieces of the necklace that 
Lance dropped. learn theF^ycho Spin and battle 
the fierce Sand Fanger for the fourth Mystic Sraaie. - 



Spin and Jump - 



With the F^/cho Spin/Will'can hud himself up ramps 
•and make long leaps, can also use -this spinning - 
action to attack enemies.- 










Jiinip trom the ledge, here V-oull cruise over slopes rd reach 
:Lb reach [he .Dark Space l^low,. new areas of the Wall. 



i. \ ■ 


■a 





Tl^ center-'of the 'notonous. laborer' trade' is ' located, 
here sn Euro. Incidentally, so isthe Rolek company^ and 
Neil s parents, who own Rolek. To find the connect 
tion,. yyill'needs the Teapdf-bn Mtf'Kress. .- '■■■ ■ 

— The Stsdue in the Shrine 

\A41] finds a statue in 
Shrine down the alley, it will 
move aside to reveal a.hid¬ 
den room, Inside the 
youTl find chained.laborers, 

Hear 


In Liie dead ertd alley rtear 
ftof5i;y 5. y-yy'll firud a Jewel. 


A gil l narned .Ann exchanges 
a Jewel in reiurn for Apples 


Examine the barrel in the 
Shtlne. A Jewel is there. 


Return to Watermia from 
turo to receive trance s Jewel. 






























































Wiirs.search for tt’wth leads to the mushroom forest of 
■ Mt; Kress . 'Vbu 11 win-£l;^e'Aura Barrier for Freedan;but 
y6u musta]so navigate the confusing maze;. Carto^a- 
phers will succeed while others are lost.:- ■' f ■ . 

•— Mending the Vine ' " 1, 


Magic Mushroom Drops 
will cause broken vines to 
■ growtogethen.-Will should 
hnd three such Mushroom 
Drops on his way to the 
Teapot, One Drop mends 
One broken vine. 




Use the curving' ends of 
vines'to leap over to new 
areas. Run down the vine 
•aE’id. yodll fly off the end, 
landing safel'y far'away. 
:The rainp vines add to the 
complexity of this rnaze. 




Orily one Red ]owel ii in a 
TrOiiSLire Chesi on Mt. Kreiis. 



Deep .in the.. Jungle near the NativesTVillage is the . 
ntysteridus ruins of Angkor Wat. Expect some of the 
to ugh es i fighti hg yet from the b i^re inhab itan ts Find 
the skeletons.in the courtyard for tips and aid^ 



l.ook in 3 jar in the hut in Open thii Treasure Chest in 

N-atives' Viria.ge for a jewel. Che cemple of Angkor Wat. 



Cio into every ronm to fkHJ .Angkor Wat is a jewel 
all the jewels ir the temples. cotlector's paradise. 



.Another jewel In the vaults A girl you restore from stone ■ .:V ' 
or Angkor Wat. gives you a jewel ■= 


77 - 










































































In the -diese.rt town of Dio^ ypu1l receive a useful-gift 
■from your- grandparents., ■'rfciu can'aho play a &nake 
game, talk'up a storm and prepare for the Pyramid. 
'^buVe ,nearing the end npw,-,so checl^out'everything-. 


Witf receivifes a package 
from BiN and Lola contain¬ 
ing his .father's journal.- In 
the notes he finds a partial 
'translation of ancient Egyp' 
tiah■ hieroglyphics^- which 
wiU prove invaluable. 



Look in lite bushes at 
ihe right side ot Dao for 
the Jewel. 


You can win cwo Red Jewels 
gt [he Snake-panic game. 


Hie as many sj^kes as you 
can in a rninuLe to win. 




Til:- PYKAl' 


Most-of the Pyrainad.|ie^ deep underground, flo re^h 
those -chambers,■ you must-transforni- into' Shadow: 
The pu^zk'of the Pyramid is in six^-piecesr-Put theni 


LiquiiJ Shadow ■> 


DHSI 


Select the Aura Ball to turn Shadow into a puddle of 
liquid to seep through cracks and reach hiddefl.!are^l, 
He can also use it for defense.'in.the Tower of.Babel 


-ni - - 6 ^ 


You’ll fitSL irtiCeL Shadow in-the 
Park Space in the upper Pyraink). 


Turn imp tiqiiicl.and. seep dow-n to 
-where tlt^'r.&al"action is.;. 


Six Hieroglyphic Tiles 


Each of the six doors leads 
to a hietpglyphic:.tile that is: 
used in the Pyramid's top 
chambet-i Place the rti in the 
slots in the same order that 
they appear. InyOlnian^s 
Journal. - : f T -v- ^ . 





















































Meet the Mu wrny 


■Ai Hreedan.,., attack "the 
Mummy from the upper 
• Jedge and jump dowi'r when 
the ghosts expand outward. 

■ Continue in a circuit of at¬ 
tacking, jumping and dod g¬ 
ing. Use Dark Friar shots . ' 







Walk ihrauL^h empty 
niumi’ri'j^ slots. " 


Explore Lhe Pyramid caretully 
to find ihie jewel. 


Always try Shadow's liquid 
to find rooms below. 


some areas, you'll have to 
use Will 10 reacfi the jew'ols. 



At lon g last'Will haf;. returned to. the enigmatic Tower 
of Babdl where his father s expedition was lost. The 
battles ahead will truly test.your'will, Herein-lie all xh^ 
answers to your questions. 



Air Neil 



Time is short and the Chaos; 
Comet Is approaching 
Luckily^ Neil.shows up in 
his airplane toiake you from 
the Pyramid to the'Tower 
of Babel where you drop in 
unannounced. 




5-™..Qng More Time 

\bu'll have to face all the guardians one'^nnore ftrne:^ 
M>u^ll use Shadow, and ydu'won’t be able to save or 
heal up' between many of the fights. 


Use. t lerb£ only Sifter losing w. 
obLain the maxirtHim benefit. 


Usc-the same techniques fis^vtifen 
yoii firsc tough L these'foes^ ' 

















































3 :-:- 


■|f you ':sgrvEve the brural 
•gatfntlet 'of guards an attacks, 
■yGiu'JI actually . meet- yoUr 
-destiiiy ai tlie comet Itself 
But ^what awaits you there- 
-cannot be foretold., 'tb'u 
must see it for yourself . 



# -as 




The final Ked Jevvel is hidden irt the 
alcai' ac the Tower. 



Visit Gem ' ' — 

Gem-.the Jeweler .can take you to a secret area if you 
have cbllecre’d all; 50. of tlie Red'Jewels .in the game 
He 11 also .reveal hi.s surprising history. 


MeetCletfiiri theDaoiu'id' 
ask-'lTim [o.sha'fja his sitcrot.. ; . ■.- 


■n st-gtgf , r^niginj for 


REV-E 


I WARRANTY AND SERVICE tNFORmTfON 


3 ^-HAONITHUNITED WARflANTY (F&r HSi-dwSrtfr, e.9rrit PsS-^, a Atte.a4arie*) ■. 

.C)F America Inc. .wr^fiTanls l^-lFie ^riglnsl. pyfqh^aef that 1hfe product- 

[hardware, ■sanv* j>aks'ai>d acwwswie*} sh^l he ffis From de-ieets m jnatflfias and ydfkmans.hip. 
ftjr a pfrfiOtJ iSf thre* (3-) *n&flths frCirn ihe ejabf oF piiirdh'sse. n a det^i M'-reifatt hy this TtfirVanty 
OCCari darida this thr«e 01 nn&Alh wdrj-,anl;v pdhed-, NJetend^ ^vilE repair or r^>pl3ct tha 
urwiyct Oi comptw^nt-pdrl, a! it^.OplFcdn,-1re« cri chargd. 

ADpmOfitAL 3-tibNTH UMtTED WAfiRANTY {Hardwart Onty} 

Nintendo wanrAhts to 1 t»e Original ^rChasir lhat the hanSwSpy^p^duCt Stvali t>5 ttfrd Tir<SA 0 tlsfict^. 
■T. mHtar.iaJ artd \irbr>(iTi4nsh ip fbi a* additiPrtal thr*e OS btydhd (.h* flriSJ'h *!'3 = m&irith 

warranty ps«&ti dSsi:ribed- ab*v* IF-4 dtflert tftyifrrAJ by 1hiS warranty bCCurS dUrihfi this ad'Sifijdnal 
3-^ofi(t(t warranty pariad, Nihtdrtdo wfti repair ifcr* d*ffraivc hiJrdwaf* pFOduti b»',CiW|M)n*nS Free 
o.f charge. The Original purchaser 4 sntitled to this additional 3-nn6iilh limiiPd fppair warranty Oh|y-. 
-f the Gensurtwr Proof of Purchase Card (attachfid tp thp hardwire paikaging whbP'APFd)'iS 
raliirned prornptly after thp date cl purthasfe lo'^JihtahdO by Ihi-P-'i^inaJ pu^^pr.pr.til'd Orig(f|4r 
purchaser's retailer. 


WARRANTY SERVICE, OR REPAtR/SERViCE AFTER EXPRiRATiON OF WARRARTY- 
Vournnay need enry simple Instructions to COFreOt Any pr'pblom with ypur pTOtfuctJCaH the' 
NINTENDO WORLD GLASS- SERVICE^ CpniumeF ASCiStAApt Hollino at: 1 .SM-:a55-;JTOO. 
■athar than ■going to your rotsU'or. Hours oF oporatibo Are 4 a^m. t&.Ltidnlfiht, PatHiO Time. 
r.londay - Saturday, aad fi A m.tb 7 p.nv,. Pacitic Tims, on SdhdAyS (times Subjetl fd tdah^O-H. 
the probletn cann-pt be scived over the. telophoii*, you wcll.bd rOfOrrred To yiO.ricaro-Sl , : 
ALITHORIZED NIMTENOO WORLD CLASS SERTiflCG^ Center or-you will hO-OHOTcd eJt.press. 
'actery service through Nintendc. VOu also may rcSCr to yPU’' yOUtiw pages dirOClOr/untFCr' the 
headihg'Of'Video Gartres - Service 4. Repair, feir the hoarpat Authorized SOrviMlpta(i.on In'sotiao -..[l 
in-stanoes, it may oe necessary for yeu to Ship the eomptete product, FRE IGHT PREPAEO ,AI^D. ' ! 
NSO.REO FOR LOSS OR DAMAGE, to the nearest service locatien. ' 


WARRANTY LtMITATIORS 

THIS-WARRANTY SHALL MOT APPLY IF THIS PRODUCT: (a> IS.USED WITH PRODUCTS 
F^OT SOLO'OR LICENSED pv'rUNTEHDO flMcLyBiWG,"BUT NQT.|.[Fr*JTED TO,'NOW;; ‘ 
UCErvSED GAF4E ENHAMCEMENT DEVICES, ADAPTERS, AMD POWER SUPPLY OEv'lCES); ' 
M IS USED FOR COMM ERG! AL PURPOSES (INCLUDING RENTAL) OR IS (MODIFIED OR 
TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCtDENT,'UNREASONAPLi .USE,; 
OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKF^AMSNIP.Oft - ' 
■tl] HAS HAD THE'SERIALNUMeEft aliened, 0EFACED.QR REMOVED.-' : '" 

ANY applicable' IMPLIED. WARRANTIES. INCLUDING -WARRAHTTIK■ OF ■ 

merchantabiLffy and Fitness for a.particular purpose'; are herebt LiwiTED 
■M duration to the warranty periods D'ESCRISED above-^ 3 M'ONTHS-Ofi& ' 
MONTHS, AS APPLICABLE}. Iff NO EVENT SHAILL NINTENDO'BE LIABLE FOR -■ 
CON$EQUEMT.IAL OR INCIDENTAL DAMAGES RESULTTNI^FFlOFd THE BREACH OF A^lY-\ 
;MPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIFv*tTATJONS ON . " 
HOW long; AM IMPLIED. WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL pR. 
Nci'oENTAL Damages, -so the above umitati oms mAy not apply to you.- 

Thie warranty gft'e'a youspeciht legal righli. and ydu miy also have ether rigWtS -which vary from'- ■ 
3ta.t^ t? StSt^. NinteAdo-s addreaa la-^ss set fbrih en -the hack cover of thiS: manual.- 

' Itib'ivtirxaiity -iiAl oily in t^'UritMl-Slam. -. v: - .. 






























NEED HELP WTTH iNSTALlATlONr MAmJEUANCE, 
OPEEKVICE? CALL %-aO0-SiS-37OO. 






Nintendo of Arrwrica fhc, 

RO. Box 957. RedmoFxf, WA 98073-0957 U.S.A. ^ w 






